DUPLICATE MOVEMENTS
two or more sessions. Guide cards are also available for 8,
12 and 16 players and for larger groups.
MATCH FOR TWO TEAMS
The team-of-four match between two teams has long been
recognized as the most accurate test of bridge skill known.
Two tables are provided, in different rooms if possible. The
captain of Team 1 places one pair of his team N-S at Table
1 and the other pair E-W at Table 2. The captain of Team
2 assigns his players to the remaining positions.
The number of trays to be played should be a multiple of
4. The first fourth of the trays are placed on Table 1 and
the second fourth on Table 2, where they are shuffled, dealt
and played in the usual manner.
The two tables then exchange trays, each replaying the
ones played at the other table. At this point the two pairs
of Team 2 exchange places, retaining the same partners but
playing against the other pair of opponents. The remaining
trays are divided equally between the two tables, to be
shuffled, dealt, played, exchanged and replayed as explained
above.
MOVEMENT FOR AN ODD NUMBER OF TEAMS
The tables are numbered consecutively and each team is
assigned to a table, taking the table number for its team
number. The captain of each team assigns his players to
their compass positions, which they retain throughout the
contest. The N-S players remain at their original table,
while the E-W players progress two tables toward Table 1
at the conclusion of each round; for example, the progres-
sion is from 9 to 7, 7 to 5, 5 to 3, and 3 to 1. From Table 2,
players go to the highest numbered table and from Table 1
to the next highest numbered table. At each round the trays
are moved one table toward Table 1 (from 3 to 2, 2 to 1 and
from 1 to the highest numbered table).
An equal number of trays is placed on each table, the
total number being approximately 25. E-W pairs do not
play in their original positions (against their own team
mates) and there should be one progression before the play
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